CLAIMS 
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An image generation system^ icomprising : 

means for determining whetther or not an intervening 
6bject intervenes between a first computer object controlled 
by a computer and a player's object viewpoint controlled by a 
player or, and for controlling ehx action of the first computer 
object according to the determination; and 

means for generating an :j(mage containing the image of the 
first computer object. 
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2. The image generation /system as defined in claim 1, 

wherein whether or nott the intervening object intervenes 
between the first computer/ obj ect and the player's object or 
viewpoint is determined by determining whether or not the 
intervening object exists on a line connecting between the first 
computer object and the player's object or viewpoint. 



3. An image generation system comprising; 
20 means for preventing a first computer object controlled 

by a computer from acting/on a player when an intervening object 
intervenes between the /first computer object and a player's 
object controlled by tme player or viewpoint; and 

means for generat/ing an image containing the image of the 
25 first computer object] 

4. The image gener ition system as defined in claim 1, 
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wherein acting on the flayer by the first computer object 
is prohibited or restrictjed when the intervening object 
intervenes between the firsjt computer object and the player's 
ob j ect or viewpoint . 



10 



5. The image generation) system as defined in claim 3, 

wherein acting on the player by the first computer object 
is prohibited or restricted when the intervening object 
intervenes between the fi/rst computer object and the player's 
object or viewpoint. 
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6. The image generation system as defined in claim 1, 

wherein the first/ computer object is moved to a given 
moving target position \then the intervening object intervenes 
between the first completer object and the player's object or 
viewpoint . 



7 . 



The image genera 
wherein the firs; 
moving target position 



tion system as defined in claim 3, 
t computer object is moved to a given 
when the intervening object intervenes 
between the first comj^uter object and the player's object or 
viewpoint . 



8 . The image gene 

wherein the firs 
the intervening object 
by the computer. 



ration system as defined in claim 1, 
: computer obj ect is made to stand by when 
is a second computer object controlled 
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9. The image generation system as defined in claim 3, 

wherein the first computer object is made to stand by when 
the intervening object is a sejcond computer object controlled 
by the computer. 
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10. The image generation system as defined in claim 1, 
wherein the first computer object is erased when the first 

computer object moves out of the player's view. 

11. The image generation /system as defined in claim 3, 
wherein the first computer object is erased when the first 



computer object moves out 



of the player's view. 



O 15 12. The image generation 
rU wherein a motion of th|e 

□ by a physical simulation 

13 . The image generatior. 
20 wherein a motion of thle 

by a physical simulation. 



14 . The image generation 
wherein the motion 
25 generated by a physical si 
wherein whether or no 
between the first computer 



system as defined in claim 1, 
first computer object is generated 



system as defined in claim 3, 
first computer object is generated 



system as defined in claim 12, 
of the first computer object is 
ilmulation when hitting; 
: the intervening object intervenes 
object and the player's object or 
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viewpoint is determined when 
hitting; and 

wherein the action o 



a given time has elapsed after the 



if the first computer object is 



controlled according to the \de termination . 
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The image generation system as defined in claim 13, 



wherein the motion of 



generated by a physical simulation when hitting; 



the first computer object is 



wherein whether or not 



the intervening object intervenes 



„ 10 between the first computer object and the player's object or 



viewpoint is determined when 
hitting; and 

wherein the action of 
controlled according to the 



c given time has elapsed after the 
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wherein the first compi. 
the player, and wherein the a 
on the player without obstru 



the first computer object is 
determination . 



The image generation system as defined in claim 1, 



ter object is an object attacking 
ttack of the first computer acts 
tion by the intervening object. 



17. The image generation sjystem as defined in claim 3, 
wherein the first computer object is an object attacking 

the player, and wherein the attack of the first computer acts 
on the player without obstrucltion by the intervening object. 

18. A computer - usable program embodied on an information 
storage medium or in a carrier wave, comprising a processing 
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object intervenes between 
by a computer and a player 



routine for implementing 

means for determin|Lng whether or not an intervening 

a first computer object controlled 
's object controlled by a player or 
viewpoint, and for controltLing an action of the first computer 
object according to the determination; and 

means for generating an image containing the image of the 
first computer obj ec t 



10 19. The program as defijned in claim 18, 

wherein whether or riot the intervening object intervenes 
between the first computer object and the player's object or 
viewpoint is determined | by determining whether or not the 
intervening object exists on a line connecting between the first 
15 computer object and the (player's object or viewpoint. 
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20. A computer - usablel program embodied on an information 
storage medium or in a ciarrier wave, comprising a processing 
routine for implementing: 



means for prevent 



Lng a first computer object controlled 



by a computer from acting on a player when an intervening object 
intervenes between the first computer object and a player's 
object controlled by the player or viewpoint; and 

means for generating an image containing the image of the 
25 first computer object, 



21. The program as deflined in claim 18, 
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wherein acting on the pi 
is prohibited or restricted 
intervenes between the first 
obj ect or viewpoint . 



c Dmpu 



22 . 



er by the first computer object 
when the intervening object 
ter object and the player's 



The program as defined in claim 20, 

wherein acting on the plainer by the first computer object 



is prohibited or restricted 



when the intervening object 



intervenes between the first computer object and the player's 
obj ect or viewpoint . 

23. The program as defined jin claim 18, 

wherein the first compiiter object is moved to a given 
moving target position when tlie intervening object intervenes 
between the first computer olpject and the player's object or 
viewpoint . 



24. The program as defined 

wherein the first c 
moving target position when 
between the first computer 
viewpoint . 



:omE u 



th 
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The program as defined 



in claim 20, 

ter object is moved to a given 
e intervening object intervenes 
ject and the player's object or 



in claim 18, 



wherein the first computer object is made to stand by when 



the intervening object is a se^mid computer object controlled 



by the computer. 
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26. The program as defiAed in claim 20, 

wherein the first computer obj ect is made to stand by when 
the intervening object is a ^econd computer object controlled 
by the computer. 



27 . The program as define 
wherein the first compu 
computer object moves out o 



d in claim 18, 

t:er object is erased when the first 
the player's view. 



28. The program as defined in claim 20, 

wherein the first computer obj ect is erased when the first 
computer object moves out off the player's view. 

C3 15 29. The program as defined! in claim 18, 

fy wherein a motion of the fjirst computer obj ect is generated 

s . I 

Q by a physical simulation. 

30. The program as defined lin claim 20, 
2 0 wherein a motion of the f :j.rst computer obj ect is generated 

by a physical simulation. 



31. The program as defined lin claim 29, 

wherein the motion of jthe first computer object is 
25 generated by a physical simulation when hitting; 

wherein whether or not the intervening object intervenes 
between the first computer objdct and the player's object or 
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viewpoint is determined whep a given time has elapsed after the 
hitting; and 

wherein the action Af the first computer object is 
controlled according to the\ determination . 



10 



15 



20 



32. The program as defined 
wherein the motion of 

generated by a physical simu 
wherein whether or not t 



in claim 30, 

the first computer object is 
Lation when hitting; 



:he intervening object intervenes 
between the first computer object and the player's object or 
viewpoint is determined when <l given time has elapsed after the 



hitting; and 

wherein the action oi 
controlled according to the 



the first computer object is 
determination . 
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The program as def 



ineq in claim 18, 



wherein the first compu 
the player, and wherein the 



ter object is an object attacking 
4ttack of the first computer acts 



34. The program as defined 
wherein the first compu 



on the player without obstruction by the intervening object 



in claim 20, 
Iter object is an object attacking 
the player, and wherein the ittack of the first computer acts 
on the player without obstruction by the intervening object. 
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